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, # There are no Greetings this 

LrTCCtlTWS month. I have the following 
& reasons for not writing one: 
1. I'm very late getting this to Ken. 
2. 1 don't want Ken to have to type very much. 

3. I've got nothing to say. 

4. Nobody reads the Greetings, anyway. 

5. NoPuftas!! 

So, having nothing to say, I have nothing to add. 
There is nothing to mention about the contents of 
this issue. Of course, I would have to be insane to 
babble on like this when I have nothing to say. 

Fortunately, I'm writing this in invisible ink. A 
friend of mine from the CIA (Bob Woodward) gave 
me this ink. Bob said that Bill Casey used it to write his memoirs. 

Hey, did you see that in retaliation for the Iranians shooting at our oil tanker, we shot at their oil plat- 
form? Makes sense to be, but then I'm insane. President Reagan said the Iranians weren't crazy enough to 
start a war with us. But then, since they're certifiable, they may think we've already started one. — Budd 




Halloween G ames October 30 through November 1 - Due to a localized 
CUTIS' kaby boom in the Wrobel household, our own Marc Hurwitz (talk about 
"certifiable") has managed to usurp the honor of hosting these things for 
himself. So, the Owings Mills, MD version of the Halloween Games will 
begin Friday evening, October 30 and continue through Sunday, November 1. Special featured games will 
be Civilization and Pax Britannica, but there will be lots of time for other gaming pursuits. Remember that 
Halloween this year falls on Saturday. Marc's address is in the lower header (below). Call Marc for direc- 
tions if you are interested at: (301) 363-6303. Also call Marc if you're looking for transporation, to see if 
anyone's coming from your area. If you plan to sleep, bring along a sleeping bag might be a nifty idea. 
Opps, that's this weekend! Never mind. 
December. January HavaGames needed! 

The Zine Register & Pontevedria. listings of amateur postal gaining publications and of postal game 
openings (mostly Diplomacy), respectively, can be had by loyal shoats everywhere at rock-bottom prices! 
The Zine Register costs a mere 750 per quarterly issue, and Pontevedria may be had at absolutely no cost 
whatsoever — just ask. Ken Peel (address in footer) recently took over these two publications, and the first 
issues of each are now available. 

Game openings still available in Politesse - Blind Diplomacy has started (barely), and it appears that a 
few standbys are most definitely needed! Charges waived for standbys, so here's your chance to see what 
all this talk is about (see? talk? in "Blind Diplomacy?"). Drop a note to Budd Haemer (address below), 
quick, and grasp the golden ring, take the bull by the horns, and be there or be sqaure! As for PBM Gods- 
fire, Budd plans to work on the postal rules a bit more, and print in these pages all that the revolutionary 
gaming masses would need to jump right in. Look for more on this Real Soon Now. . . 



HavaG 



Politesse is edited by Budd Haemer, 1758 Dogwood Dr., Alexandria, VA 22302, and is co-edited by Marc Hur- 
witz, Warthog Labs, P.O. Box 191, Owings Mills, MD 21117. Send submissions for print to Budd. Send sub mo- 
nies and address changes to the publisher, Ken Peel at 8708 First Ave. WT-2, Silver Spring, MD 20910, at the rate 
of 570 per month/issue. The copyright for all articles printed in Politesse revert to the authors upon publication. 



MACHIAVELLI by budd 

A couple of weeks ago, Marc and I dropped in on a friend of mine 
who had just bought a new game, MACHIAVELLI. None of us but Marc had 
played before, which made the natural fall guy. We had six playing 
the game, but up to eight can play. 

MACHIAVELLI is like DIPLOMACY; however, instead of playing for 
the unification of Europe, the game is to unify Italy. There are eight 
powers, five in the center of the board and three around the edge. 
On the edge, France is in the northwest corner, Austria is in the northeast 
corner and Turkey is on the east, south and southwest edges. Naples 
is the southern boot of Italy along with Sicily. The Papal States are 
immediately to the north of Naples and envelop Florence. Venice and 
Milan divide the nortern end of Italy with Venice to the east and Milan 
to the west. 

The heart of the game is in the monetary system, based in units 
of ducats. Each player gets a die roll each year (the Florentine player 
usually gets two rolls and the player that controls Genoa gets a bonus 
roll). The die roll determines the base income level. Added to that 
is one ducat for each territority controlled and one to three ducats 
(as printed on the map) for each city controlled. Armies and navies 
cost three ducat each for each year. In addition, garrisons cna be 
put in cities for increased defensive value. Garrisons cost three ducats 
also. Double strength units can also be built. They cost six or nine 
ducats depending on their capabilities. Each player can only build 
one double unit, but can replace it if it is lost. 

However, military units are not the only thing that ducats can 
buy. You can -buy off enemy garrisons, convince enemy units to disband 
or even bribe enemy units into switching to your side. Of course, defensive 
counterbribes are possible, leading to duplicious intrigue. Assassins 
can be bought to bump off other players. Being assinated usually puts 
a player out of the game. [Like for sure — Ed.] Following an assination, 
units can go into revolt. Those units not lost to revolt are in civil 
disorder for a year before the heir gets controll restored. 

Each year has three seasons; Spring, Summer, and Fall. At the 
start of the Spring season, famines strike. Famines disrupt income 
from a region and any units in a famine territory and the end of Spring 
die, unless three ducats are spent on famine relief. Plagues occur 
at the start of Summer, wiping out unlucky units in selected territories. 
Unit construction and paying to maintain units occurs at the start of 
the Spring season, but bribes can occur in any season. 

The six player scenario for MACHIAVELLI that we played has Milan 
neutral and Naples combined with Austria. Borders of the various powers 
are adjusted from those of the standard game, just for spice. 

The game opened with each player jockeying for position. The first 
year plague hit the Papal States hard, eliminating half the units. 
This provides the answer to Stalin's question, "How many divisions does 
the Pope have?" Half as many as before the plague. 

The French started by announcing that their gaol was Genoa and 
daring anyone to oppose them. Florence accepted the challenge. This 
set France back a year in their plans. The stalemate at Genoa could 
have gone on forever if the Austrians hadn't marched through the weakened 
Papacy into Florence. 
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Austria and Turkey were busily dividing up Italy with Venice trying 
to survive in the North. France was holed up in its corner, but slowly 
spreading down the coast. The Turks and the the Austrians had their 
units too intermingled to last forever. This set up the crucial two 
years in the middle of the game. 

Venice bought France's double army in the middle of the board. 
This turned France's slow, grinding offensive into a full retreat. 
France would have been pushed out of Italy if Turkey hadn't chosen that 
moment to backstab Austria. Any suggestion that France put Turkey up 
to this action ifcs pure speculation. At best, France only hastened 
the inevitable out of self-interest. 

[Editor's note — Marc, who had started as the ill-fated Papal 
States, had inherited Austria at this point. I was France.] 

Anyway, Austria was so discouraged over this turn of events that 
he didn't maintain any units the next year and turned over all his ducats 
to the French in the hope that someone other than Turkey would win. 
France used the bonus funds to buy back its double army from Venice 
and purchase a key Turkish fleet at Tunis. The double army put France 
back on the offensive down the Italian penisula. The fleet at Tunis 
swung the battle of the Mediterrean back around Sicily. 

The game ended with France and Turkey dividing Italy down the middle 
and Venice hanging on for dear life in the North. 

I'd recommend MACHIAVELLI for anyone who has become jaded with 
DIPLOMACY, the same old strategies, the same old alliances. In MACHIAVELLI, 
the random events and bribery and threat of assination add flavor and 
twists not possible in DIPLOMACY. 



The Bob Woodward Hospital Disguise Kit 

How did Washington Post reporter Bob Woodward outsmart security to 
interview former CIA Director William Casey in his Georgetown Hospital 
room? Did he dress up like a brain surgeon, a priest, or a nurse? You be the 




Doctor Woodward Father Woodward Nurse Woodward 



A TITAN VARIANTS RETREAT AND PURSUIT 

by Phil Rennert 



Time -for some more -fun with Titan- Have you ever wondered why you 
had to fight to the death in every battle? Or what it really means -for 
two lands to be adjacent? Xerox yourself a set of battl elands and cut 
away all but the hexes, so they can be laid adjacent to your current 
set; get ready to try Titan with retreat and pursuit! 

I> Retreat & Pursuit 

You can retreat from a losi ng combat i nto an ad j acent batt lei and . 
I magi ne the two batt 1 el ands are in contact along the appropri ate edge 
(there* s an ambi gui ty since the hexes touch point— to— poi nt ; pi ace the 
new battleland with one corner behind the defender's entrance row) . 

Rul es whi ch appl y are: 



1 > You must stop in the f i rst hex of the new 1 and (and you must 
have enough movement to enter that hex). 

2) On the stri ke— phase of the turn in whi ch you cross the 
i nterl and barri er , and on the stri ke— phase of your opponent " s f ol 1 owi ng 
turn , you do not get to str i ke or rangestri ke; you can get hit in the 
back while running without return. 

3) You may not rangestri ke across the i nterl and barr i er 
(exception: Warlocks can ! ) . 

4) When the 1 ast member of one si de' s 1 eg i on 1 eaves the or i ginal 
battl el and, his opponent gets points for vi ctory as though all the 
retreati ng 1 eg i on had been destroyed (no hal f poi nts for retreating 
Titans, please!). If the attacker pursues and destroys, he does not get 
repeat victory points for those who fled. 

5) The other side may pursue, sub j ect to i ) and 2) above- Pi eces 
of the pursuer may reenter the original board; pieces of the retreater 
may not. 

6) You can be 1 ocked in contact across the i nterl and barri er . 

7) Combat ends on any board when one f ul 1 turn of each pi ayer has 
passed with no pieces of different sides on that board, and no pieces on 
that board 1 ocked in contact . The wi nner may muster normally (if he 
hasn - " t al ready) when combat ends. 

8) Start a new turn count on the new boards the one who entered 
the new board first is considered the attacker and his entrance is turn 
0. If turn 7 ends on any board with pieces of both sides there, a time- 
1 oss occurs. 

9) A retreater may not muster in the new battlel and . A pursuer 
may, at the end of the battle. 

10) Units of a legion may not retreat more than one land from the 
same pursuer. (This is to stop player A from attacking a strong legion 
of pi ayer B, then 1 eadi ng them through a 1 ong retreat chase endi ng at a 
legion of player C. However, if A' s and C s legions are adjacent, you 
can do this.) You may never retreat unl ess there are hosti 1 e units in 
the 1 and you' re retreat i ng from. You may never pursue into a land 
unl ess someone has f irst retreated from your 1 and i nto that 1 and . The 
original pursuer may retreat into a new land (and be pursued), 
especi al ly in the light of: 

11) If the new 1 and is pccupi ed , after the retreater has made his 
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move into the new land (attacker turn 0), the legion occupying the land 
is revealed and enters along the side opposite the intrusion: this is 
de-fender's turn i- The de-fender may muster on turn 4 normally- The 
retreater may retreat again, and the defender may pursue (if combat 
doesn't end -first). Each time a new de-fender is disturbed and repels 
the attack, he gets points -for victory against a legion consisting o-f 
anything that entered his board <not necessarily the entire original 
legion). You can never summon an Angel i-f it's not your turn on the 
plasterboard. 

12) It's possible to have units of more than two players in the 

same battle- Play it out| general rules are: 

A) The original occupant is the defender; everyone else is an 
attackerj turns may have 3 or more parts. 

B> You must strike if you're adjacent to a unit not your own. 

C) Defenders muster normal ly on turn 4; pursuers (not 
retreaters) muster at the end if they win. A defender may not muster 
in a land unless hostile units have at some point entered it. 

D> You get victory points for each legion you destroy or 
drive away- On each board, "legion" means only what entered that board. 
You can never collect twice for the same unit on the same turn. 

13) Once combat ends on a board, it cannot be entered (exception: 
pursuers may return to a board from which they pursued) or departed 
from. Fast creatures can get away from slow ones- If combat ends on a 
board and then restarts, as pursuers return and are pursued, restart the 
turn count at 0, as though this were a new board. You can never muster 
twice on one board duri ng a turn. 

14) The end of combat may find members of a legion spread out over 
many boards. This is considered a split; each group becomes a new 
legion. If the player doesn't have enough legion markers, he must 
destroy groups until he does. If a player is left with more than 7 
units on a board, he must destroy the excess (his choice). 

15) Retreat and pursuit may violate traffic signs, with penalty as 
described below.- Roll after movement, before striking. For traffic 
sign purposes, the legion whose attack started the whole thing is 
considered to be in continuing movement in the original battleland; 
everyone el se is con si dered to be start i ng movement i n the bat tl el and in 
which they were first attacked. 

And another variant rule: 

II) Anti-traffic Movement 

You must move the full number of lands you rolled (unless you 
attack); you can't enter a land twice during your move. You can violate 
traffic signs; each time you do, you must roll for each piece in your 
legion. Creatures die on 4-6, demilords on 5-6, lords (including 
Titans!) on 6. You cannot violate more than once per legion per move. 
Before rol 1 ing for each piece, you must announce whether it's a 
creature, demilord, or lord: those which die are exposed. 

Warning: do not use this rule with slow players! 



Some comments: 

Notice that there is now a way to get new pieces into your Titan 
legion. If your weak Titan legion is attacked in a land adjacent to 
your Colossus legion, you probably want to run. 
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Warning: Retreat judiciously- If you run to save your life, you 
give your opponent -full points, probably lose some pieces in flight, and 
leave behind a strong legion maybe stronger by an Angel, which i-f 
terrain is right can chase you and likely extract -full points again! 

Multiplayer battiest The victor on a board is the last one left. 

Half-points for killing a Titan go to the 
player who struck the deathblow! 

If there's more than one attacker, the first 
pi ayer to enter the board goes first, then the next , and so on . 

Mesh turns so that a player ' s turn i s 

si mul taneous on al 1 boards. 



Finally, some grand strategy comments for the standard game of Titan. 

The name of the game in Ti tan is destroying Ti tans: doi ng i t to 
other players, and not letting them do it to you- In a serious game 
(like a tournament), you should take the trouble to memorize the sign of 
your opponents* Titan legions, so you can find them when you want them. 
There are two possibi 1 i ti es for each opponent' s Ti tan 1 eg i on at the 
start; as soon as his Titan or Angel is exposed, this narrows to one. 
I'm assuming here that nobody will ever split his Titan legion with the 
Ti tan in the smal ler group; that' s a qui ck way out of the game. Sneaky 
opponents often do their splits so the original legion counter is on the 
smaller group, so you must change the symbols you memorized when this 
happens. In a 4-pl ayer game, this means you must originally remember 6 
symbol s, but this often becomes 3 quickly. 

To run down an opposing Ti tan 1 eg i on wi th a strong 1 eg i on of yours, 
there are var i ous techni ques: 

Inerti al confinement Rol 1 hi gher than he does, and hope he 

doesn * t get into a hex that gives him an escape you can't f ol 1 ow. 

Hammer and anvi 1 If you have two 1 egi ons strong enough to beat 

his Ti tan 1 egi on, get one ahead of him and don' t move it, si owi ng him 
unti 1 your second 1 eg ion can catch him. 

Hammer and mush Instead of a strong 1 egi on , bl ock him wi th a 

1 egi on f ul 1 of weak creatures, whi ch you spl i t off two at a ti me and 
drop i nto non-optional hexes ahead of him. He' 1 1 get maybe 12 points 
each ti me he stomps one, but he' 1 1 onl y move one or two hexes a turn, 
and your chasi ng 1 egi on wi 1 1 catch him. 

Heads together It's a multiplayer game; try to get two opposing 

Titan legions traffic jammed together, so they act as hammer & anvil to 
each other, then block them both with a strong legion of yours. If one 
belongs to a. weak player who has hardly anything but his Titan legion, 
kill his other legions, forcing him to attack with his Titan legion. 

Stalking horse This is just another way of being an anvil; 

i nstead of bl ocki ng his path wi th your strong 1 egi on , bl ock it wi th a 
mush 1 eg i on in a hex your strong 1 egi on can at t ac k . Thi s way you get 
your Angel and he doesn' t get his. 

On defense against a pursuer, try to drop 2— high mush legions into 
his path on non-optional hexes, to slow him while you run. As a last 
resort, you can spl i t two weak creatures out of your Ti tan 1 egi on as 
wol f meat , but you can ' t do thi s often or you won ' t have a Ti tan 1 egi on 
1 eft . If you can , convince a third pi ayer to "throw you a rope" ; 1 eave 



a mush legion in a hex which lets you move in a direction your pursuer 
can't -follow. 0-f course, he might be more willing to throw you a 
stalking horse... . 

In general, plan ahead. Avoid getting your Titan legion into 
tra-f-fic jams, even i-f it costs you a recruit. If your Titan legion gets 
frozen for several turns, unable to recruit, you're in trouble. 
Conversely, try to traffic-jam opposing Titan legions; a 7-high stack of 
jungle/brush creatures in their terrain is a good block if you refuse to 

move it. 

Enjoy, and good luck! 



POLITESSE HISTORICAL 
(OR HYSTERICAL) DOCUMENT 
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UNITED STATES POSTAL SERVICE 



Dear Postal Customer 

The enclosed has been damaged in handling by the Postal 
Service. 

We are fully aware that the mail you receive is important to you. 
Realizing this, each employee in the Postal Service is making 
every effort to expeditiously handle, without damage, each 
piece of mail with which he is entrusted. Nevertheless, an 
occasional mishap will occur. 

The Postal Service handles approximately(i41)billion pieces of 
mail each year. It is necessary, therefore, that highly sophisti- 
cated mechanical/electrical systems be utilized by the Postal 
Service to insure our customers prompt delivery of their mail. 
At times a malfunction will occur, the result of which is a 
damaged piece of mail. 

We are constantly workingto improve our processing methods 
so that these incidences will be eliminated. You can help us 
greatly in our efforts if you will continue to properly prepare 
and address each letter or parcel that you enter into the mail 
stream. 

We appreciate your cooperation and understanding and 
sincerely regret any inconvenience you have experienced. 



Your Postmaster 



U. S. POST OFFICE 

i 
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Qwetings 

Budder — 

Nah! Forget Diplomacy. Why play with plastic stars and anchors 
when you can play with cardboard ogres and trolls? Yes ! Postal Titan 
***WHAT A CONCEPT!!! Rules enclosed (you can even use Masso's variant- 
— He has another). 

But seriously, the Blind Diplomacy you propose may be intriguing 
to people who like that sort of thing, but it will be too much work 
for you. And the negotiations will take forever since everything must 
be routed through you. And there will be no last minute telephone negotiations. 
Add to that Politesse's history of failed postal games and the sheer 
length of PBM Diplomacy (average 2\ years, at least, probably more - 
imagine recopying letters for years and years ! ) . and I have to conclude 
that you have been sipping from one of Hurwitz's vats if you go through 
with it. 

As for the origin of Politesse's name, here's two clues for you 
all: First, read a book containing a selection of the words of a language, 
usually arranged alphabetically, giving information about their meanings, 
pronounciations, etymologies, etc.; and, then, have a little compassion 
for Lucifer. 

—Ed 

Ed — 

So think Blind Diplomacy will be alot of work? Well, that's the 
sacrifice one must make for ART. Glad to see at least one person 
appreciates my effort. 

Your Postal Titan rules have been included in this issue for all 
to peruse. Hopefully you will get the kind of response that that effort 
deserves. It sounds interesting. 

I'm afraid your clues are too deep for me. I read my Funk & Wagnalls 
Dictionary cover to cover. It is an interestiong story, but the plot 
has a tendancy to wander. Anyway, I haven't learned much, although 
my vocabulary is at an all time zenith, but my attention span is at 
its lowest nadir. As for your second clue,hinting at Satan worship... 
I just want to add that a Rolling Stone gets dizzy. 

— Budd 

Dear Budd, 

I noticed in my Britannia article in Politesse a very lar .e number 
of typos (whoever typed it had a lot of trouble' with two-letter words!), 
but I didn't notice until it was brought to my attention that you'd 
left out the whole section on the Danes! The reader who told me about 
it was Bob Olsen, who's of Danish descent, so for him it was the part 
he was looking forward to. Anyway, here's a copy of the Danes' section, 
a here's also a Titan- variant (deviant) article you can have if you 
promise to proofread it after you type it! 

Phil Rennert 

Dear Phil, 

thnakx Fur teh ArtacLe=,. ALgernon and ME weally wike you 'Re 
stuuf . dO yuo finnd my ytping unususal^i Srry. I due the beast me 
Kan. 

Actually, I'm afraid I can't take the credit for the typing on 
the Britannia Article. I provided the article intact to Ken as I received 
it, assuming it would be used as is. As publisher and final arbitrator, 
Ken chose to retype to fit available space. Mea Culpa — I actually 



did not type any of the last issue, dumping it all on Ken. Who, under 
tremendous pressure and a pressing deadline did an adequate job. Anyway, 
you can tell pmc which of us has typed which article. 

The results of Marc's typing looks like it was produced by Cro- 
Magnon with a machine of the same era. Marc's secretary that does all 
his typing for him is the result of one of his experiments in time travel. 
Unfortunately, the process baked the crude into the keys of the Palezoic 
typewriter. The Cro-Magnon cannot or will not use any other machine. 

Ken's typing is state of the art, produced with computer enhanced 
graphics and spell checked by a sophisticated Android. The Android 
was a gift from Marc and due to an unfortunate oversight, it was not 
programmed for two letter words. 

Meanwhile I struggle through with this average 80 's typewriter, 
and when I get stuck for a word, Algernon looks IT up for me. Algernon 
is a very smart mouse, but is given to iratik fleshis fo IdI0tcity/(+. 

So following this, is the missing section on the Danes. I hope 
it makeSBob Olsen happy, but sorry he had to wait so long. I am partial 
to Danish myself, but will descend upon almost any pastery. 

En j oy . 

— Budd 

Danes 

Natural enemies: Angles, Ss;t ons, Norweci ans, Normans 

Watchword: Whatever * s not nailed down is mine (though I don't need 
it -f or long) f 

Strategy: Conserve your numbers on your raiding turn : you ? 1 3 need 
them. Negotiate with the Anglos and the Batons to clear out o-f your way 
on their turn 11: o-f + er to cl ear out o-f their way and 1 et them com*' 
bad-: for victory point turn 13. Grab lots o+ areas if possicie on turn 
12 tor the growth rate: you'll need numbers. Hole up in rough or largr 
groups on turn 13, then roar out agai n with Canute on 1 4 . Run away 
again on 15 to stay clear o-f the Norwegians and especially the Norm-ins., 
then see what you can get on 16. Aval on Hills would you please -f i k the 
typos and tell us how the Danes get points on turns 11 and Thr 
Danes ere a solid high— scoring people, and will be the margin o-f victory 
i -f the green pi ayer wins. 

Expected points: 30-45 
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BUDD AND MARC GO IN SEARCH OF MORE TYPING HELP 



Doug Brown 
P.O. Box 3Qk 
Penngrove, CA. 9^951 

Dear Budd: 

Wow! . Finally, and once again, play by mail games in 
Politesse. This is reason enough to write but there is also 
the "Politesse" name controversy contest. Also, I have devised 
a rather simple albeit wordy version of a Dip variant. What 
has inticed me to include this is the announcement of what you 
and Ken call "Blind Diplomacy" — because that is my garnet name. 
I've also thought of calling it 1800 Diplomacy (as the game 
starts in 1801 instead of 1901). More on this game later, first 
we tackle the name controversy. 

POLITESSE (pol-e-tes) 1 . Combining the prefix, "poll" , meaning 
many, and 'tesse" coming from the word tessellate, meaning made 
from a mosaic pattern of small squares (in this case, pages). We 
combine to get Politesse — many mosaics combining into one magazine. 
2. "Polit" coming from the word politics and "esse" coming from 
the word, essence. Of political essence. 5« (common) Poli, coming 
from the word polyunsaturated, a type of fat. Tesse, coming from 
a shortened version of the Loch Nesse Monster. Poli = fat, 
tesse = monster, giving us the fat monster known as our beloved 
Politesse. No matter what Ed says, this third version is how he 
came up with the name. You know Mr. Wrobel's love of Monstores 
and the like! Especially fat, space monstores. 

Now, on to my Dip variant: 
"The Real Blind Diplomacy" or 1801 Dip; 

The starting countries and map are all the same as standard 
Diplomacy. There are only two changes. First, you have no view 
from heaven of the entire board (there are no spy planes to show 
you where everyone moved). Second, the addition of Spy/Scout 
units. Henceforth these will be referred to as simply spy. 

Since your units will not have an overview of the entire 
European battle, they will be keeping their eyes open but as 
they stand, support, attack and convoy, they will be seeing 
different things depending on how occupied they are. 

Stand — order allows you to see all bordering areas. 

Support — order allows you to see all actions taken on the 
province you are in and the province you are supporting, plus 
you can "look" at one additional area bordering you. You must 
specify which direction you wish to look. As example, if you 
are in Sev., whether army or fleet, you can look to Black Sea 
while you are supporting Mos. 

Attack — order permits you only to see actions taken in 
area you attack and area you attacked from. 

Convoy — order allows you to see actions taken in place 
you picked up army, sea that you occupy, and place you drop off 
army. If the convoy goes accross two seas, this still applies. 
Your drop off point, would be where you put army on the second 
fleet. 

Always when you see an area, you see any supports and 
attacks on that area. Example; if in Sev. and you are supporting 
Mos., you would also see any attacks and supports on Moscow, even 
if they are coming from the St. Pete side of Moscow. 



(More) 



Spy/Scout — You automatically receive a spy for every 3 centers 
you own, fractions less than three do not add to this total. 
Examples; 1 to 2 units = zero spies, 3 to 3 units = 1 spy, 
6 to 8 = 2, etc. 

Since spies are sneaky and only a single person, they can 
always get their hands on a boat. Therefore, they are amphibious. 
Spies start the game in the following provinces and belong to the 
player in charge of that province at gamestart. London, Paris, 
Munich, Venice, Vienna, Constantinople, and Warsaw. All future 
spies can be built in the winter after armies and fleets are built. 
These new spies may be built wherever you currently have an army 
or fleet unit. They are not built in home supply centers unless, 
you wish to do so and have an army or fleet in that center. 

The advantage of your spy, is that he can travel up to 
three spaces in a single turn. This should greatly help your 
knowledge of the board. However, you don't know what your spy 
sees until he rejoins with one of your regular units. Also, 
when you send your spy out into the field, he has a complete 
set of orders that he must follow. He may not have continency 
orders (he's dumb you see). For example: With your spy starting 
from your army in Warsaw, you may order your spy as follows; 
spring 1801 - Silesia-Munich-Kiel. Fall 1801 -Berlin-Prussia- 
Livonia, etc. Whenever a spy comes in contact with a member of 
his own army (this being a full unit fleet or army) the spy 
breaks off his order and reports his findings. 

Spies move immediately after the normal spring and fall 
but before any retreats. The spy sees no actions (such as who 
attacked whom, or supports, etc.) but only reports who is in 
what province or sea at the end of the spring, fall, etc. For 
s Py purposes, a retreating army goes unnoticed (because he may 
be retreating off the board or to a different area). 

Spies may help you with either offense or defense. You can 
keep a spy circling areas at your back and see approaching 
enemies trying to sneak in. Or you can send your spies to regions 
where you plan future attacks. The enemy never sees your spy. 
Spies can not be killed or capture except by losses of suppiy 
centers and the forced debuild of a spy if insufficient centers 
are held. 

Other stategies to note regarding spying. Remember that 
if your army Warsaw is attacking Galicia, that army only sees 
Warsaw and Galicia. You may want your Warsaw spy to move from 
Warsaw-Prussia-Silesia-Galicia. If your move succeeds into Galicia 
with the army, you would get a report on any actions in Prussia 
and Silesia as well. But remember, if your move to Galicia with 
your army fails, your spy still goes to Galicia. Therefore, it 
is necessary to supply your scout with long orders before he 
leaves (otherwise, he'd just sit in Galicia forever if you never 
get your army into Galicia). So while the above spy order may 
be a great spring 1801 order, do remember to order a fall order 
and perhaps more to make sure your spy eventurally gets back to 
one of your own units. 

Spy reports will comeback with the season the spy was in the 
province and what was seen in that province. 

As for running this game in Politesse, I need seven people 
to sign up with preference lists. I'll GM the first one. The only 
reports that will appear in Politesse will be press — since move 
results are never published. Each player will receive his individ- 
ual moves and sightings. Game fees for postage is S3. 00 each. 

(more ) 



I'll also propose this to Conrad yon Metzke in Costaguana. 
As Foli and Costa pub about the same time, it's first come, 
first serve. 

The reason I invented this variant was to simulate this 
battle for Europe before the invention of spy satellites. 
Diplomacy seems even more important. Countries are encouraged 
to trade information on who is doing what. Of course this is 
all unsubstantialed material and only as accurate as the trust- 
worthiness of your ally. 

I feel it v/ill be very interesting to play. A real bugger 
to GM but what the heck. Again, S3. 00 and preference list to 
Doug Brown, P.O. Box 584 » Penngrove, CA. 94951 



Dear Doug — 

Sounds like fun. Blind 1801 DIPLOMACY sounds interesting. I think 
you ought to let spies have default orders. A spy without orders in 
enemy territory should head directly towards the nearest friendly unit 
as fast as possible. 

You ought to allow a Power to infiltrate an enemy unit. The infiltrator 
would report where that unit was and its orders for the season. The 
number of infiltrators available to a Power should be determined randomly. 
Since the infiltrators are mostly defensive, smaller powers will need 
more of them than the larger ones. Oh well, don't forget about counterspies. 
It would be a significant diplomatic advantage to know in which direction 
a Power is directing its limited scouting forces. 

Good Luck! ! ! 

. — Budd 




P*U*L*F*S F*C*K P*P*$*T*A*L T*I*T*A*N- 



frcm Ed Wrobel 



I. Introduction 

The Law of Titan will be followed in as much as possible) with the following 
aoaptations for postal play. 

I. A. Movement will be simultanteous — all player's I ey ions on the board will 
move at the same time. r 

I.B. Masterboard play is net suspended for the resolution of engagements- The 
engaged legions are temporarily removed from the board? and Masterboard turns 
continue while the battle is being resolved. 



h turn, the gamemaster lists the location of each legion marker on the 
he number of creatures in any legion is not given. The gm also fists 



I.C. Eac 
board. Th 

which" creatures were mustered each turn, but aoesn't specify where the mustering 
took place. 



II. Master boa r ti Play 



II. A. 
turn. 



Each turn, the 



grr privately gives each player his die roll for the next 
The player then oraers each of his legions to move or hold in accordance 
with the following. 



1. A lepion orcered to hole does not move, and halts at 
attempt to pass throunh the I ?nd ti is occupying. 



enemy legions which 



move freely passes other legions ordered 
TO DL SO Ck NOT. The number of the 
should be given in th? orders. 



2. A legion oroereo to 
WHETHER THE: Y A k E AoLE 



to move 
det i nat i on land 



2a. A moving legion may muster according to the Law of Titan, and the player 
must indicate exactly what he intends to muster, giving this in conjunction 
with the move oronr. If mere than one player simultaneously attempts to 
muster more of a creature than is available* then all attempted musters of 
that tyne fail, 

2b. Te I e po r t a t i on is evaluated after all other movements. A legion attemp- 
ting to move by Tower Teleportation will not move if the destination iand 
becomes occupied. Titan Teleportation is allowed whether the destination 
is occun j ed or not. 

3. Any legion on the Masterboard may be orderea to split at the end of a 
turn. The player must note which new legion marker (s) is to be used, and 
which characters are assigned to each legion. Spl it orders may be made con- 
ditional on the events of the current turn. 

A. At least one legion ^UST be ordered to move. 

II. B. The gm will adjudicate each Masterboard turn as follows. 

1. All legions ordered to hold are placed on the Masterboard. 

2. Each legion ordered to move is placed on the Nasteruoara in its starting 
location, then moved either until it reaches its ordered destination or it is 
stopped by a holding enemy legion. Teleporting legions are moved next to 
and legions re-entering the Masterboaro from engage me nts are moved fast. 



3 • A t t h e e •-■ : c f t .ip f-'. jv:-. r. t r, n « in c i I I one s containing three or more 
! e « j i o n s « i I I be e v a i \. s I o o to c t e r i,, i r, e w r. i c n or trie legions wilt he forced 
to return t ? thei r sUrtin. locations. Legions are then "bounced" back unti 
on I v two regain ir the Unc. wnen thosu two become engaged. 

3a. Lenions ordered to nnl d» or which are bounced back to their starting 
location tr another U n c . have priority to remain in the land. 
3b. Lee ions ^cv the scaliest nur^er of lanes have next priority. Us inc 

Te I e nor t i on counts as moving zero lanes. 
3c, Legions craerec to move have priority in this oraer : 

Legions mcvinn through a Block 

Legions moving through a Triple Arrow 

Legions m o v i n a through an Arch 

Legions moving through an Arrow 
3d. If there are still more than two legions* two are chosen at random. 

4. The Attacker in f-ach engagement will be ieentifiea using the same guide- 
lines as in 3 — the legion, with higher priority will be the Defenaer. Thus i 
ynu wouldn't w n t to hole in a Tower u r. less you intena to fight. 

5 • fitter t n i s . nuster orcers are rescl ^ eo« then splits. 



III. Engagements 

III. A. When lep ions teccre e n ^,a ge c * each involved player will be notified of the 
contents of the enemy legion* trie direction of entry into the battl e land* the 
co I urn he should use f r or his rar^cin-nui, r. e r generator, anc which legion is the 
Attacker. The o t h e r flayers are not a i v e r. t n i s information. T n e y will only be 
not if i»o of U,° casualties f r i; t the e r. ga g t "■ e r, t (after the er. gagemen t is over) 
and the n u n- e- e r of paints a a r u o u to trie victorious legion. 

III.R. Players involved in engagements »i I ! have until the next Masterboard 
deadline to flee* concede? or concluce an agreement with their opponent. If 
they do not do so, tattle is joined. P lasers may also begin the battle prior 
to the next Masterboard deadline. 

III.C. Legions involved in battles will be removea from the faster board until 
their rattle is concluded. The victorious legion will re-enter the Masterboard 
in the same land from which it departed as follows: 

1. The victorious legion must atteii.pt to enter trie Masterboard on the first 
Masterboard turn after the conclusion uf the battle. It may do this eitner 
by trying to hold in the lano where the battle took place, or oy trying to 
move from there. 

2. The victorious legion ray not enter another engagement on tne turn in 
which it is re-enter i n j the Masterboara. 

?a. If the land in which the tattle took place is occupiea, the legion 
may not re-ent^r there. 

? h , Tf all the lands the legion could move to are occupied, it does not 
re-enter ant: must try again next time; if there is a land open for the 
lecion to move t ^ it may be ordered tne re anc muster as usual. 
2c. A legion re-entering the hasterooaru is not halted by enemy legions 
(it may I e a j. o v e r t i i e m ) ■ It must obey Signs, however. 

?a. If more than one battle occurs on the Same land, the victorious legion 
from the earlier engaqeiiient has p t i o r i t y in t ; . e event of a n > conflict 
between them in re-enter inc. 



3. It the legion re-enter in c the M a s t.e r b o a r d does not nave oraers on where t 
re-pnter, the grr will have it noli if possible. If not, it will atterr.pt to 
move to an available vacant land (if more than one is open, it wilt move to 
the land where it can muster the highest point value, ties broKen at random) 

III.D. Angels nay be summoned to battle from any of the player's other legions 
(even one waiting to re-enter the Pasterboard), so long as the legion donating 
the An?e I is not involved in an er-y ay eiae n t . The time the Angel was recruited 
doesn't matter; the lecjon donating the Angel is not identified to any of the 
other players* r 



IV. Combat System 

IV. A. The om must receive a copy of each mailing, in this order: 

1. Defender mails his first-turn movement to the Attacker. 

2 . AttacKer mails his first- turn movement, plus strikes and rangestr ikes for 
Attacker Turn 1, to the Defender. 

3. Defender mails ii i s counte r str i kes from Attacker Turn 1, and Defender Turn 
2 movement, strikes, and cuunterstr i Kes. 

4. Attacker mails his countersLr ikes from Defender Turn 2, and Attacker Turn 
2 moves, strikes and rangestr i kes. This procedure continues until the battl 
is resolveu. 

IV. B. Each battle mailing shoul u contain the following: 

1 . Date 

2. Names of Attacking ana Defendiny legions 

3. Batt I el and ara Battlerouna 

A. Results of the last Turn, t nc i uu i ng c o un t e r s t r i k es (indicate the product 
of the two "random" numbers from E.2J 

5. Ncvtifrent craerec anc new locations of all cnaracters 

6. Strikes and rangestr ikes for the current Battlerouna 

7. Any two-digit number you choose except "00" 

IV. C. The cm will not make any corrections to any battle unless requested to 
do so by one of the players, or unless a player uses an incorrect random number 
from the individual random -number generator. 

IV. D. The position of each character is indicated by using the movement chart 
accompanying these rules. As examples: the Volcano and central Tower hex are 
both « 2 6 ; the tree hexes in the Woods are # 1 , 5, 11, 20, and 25; and the hill- 
tops in the Hills are # 4 , 13, 16, 20, and 22. 

IV. E. Combat resolution will be accomplished by using a random number system. 
There are two main components in this system: the individual random-number gen- 
erator (the g rr, provides a different, secret version of this to each player), 
and the random number tables at the end of these rules. 

1. The individual random-number generator contains two 15-column groups of 
two-digit numbers. The columns of seven numbers are for use if you are the 
Defender; the columns of six are fur you to use if you are attacking. When 
an engagement occurs, the gm will assign to each player a particular column 
from his list, to use throughout the battle. 

2. The random-nufiiber table is used as follows. 

2a. First, multiply the two-digit number from Rule 6.7 above (the other 
player's mailing to you) and the appropriate two-digit number from the 
Individual random-number generator. 



2b. Usin^ only the LAST THkEE u 1 w I T 3 of t m s prcouct, find the starting 
point on the random nurber table: the "uigit in t n e hunoreds column of the 
product refers to the Group number on the table* the cigit in the tens 
column refers tc t h « line (row) number* and the "ones" digit refers to the 
position of the first die roll to be read (a "0" here means the 10th» or 
far-right position). If the product has less than three digits* s up ply 
zeroes? i.e. 05 x 12 = 60* or 0 ft 0 • here you would begin with Group Ot 
Row 6 * the last number on the right in tnat row. 

2c. Starting with the die roll found in 2b» re ad die rolls consecutively* 
left to right along the line in that Group. When you reach' the ena of a 
line* go on to the next line; WHEN THE END OF A GROUP IS REACHED * GO ON TO 
THE NEXT GROUP. From the end of Group 0 go to the beginning of Group 1. 

2d. Die rolls for strikes and rangestrikes are read off in the order in 
which 'they are listed by the attacKing player. 

2e. For counterstrikes* continue reaaing die rolls from the random number 
table immediately following the last of the attacking player's die rolls. 

2f. The order in which counterstriKes are taken is forced: they are 
assigned in alphanumeric order (i.e. Ranger Def ore Troll* Troll on hex #14 
before Troll on hex #22). If alternate counterstrikes are possible* the 
counter str i ker has the option as to which creature to strike. Be sure to 
provide the maximum number of die rolls. 



V, Snecial Notes 

V , A . First- I'iove u ! I i g a n : You ray state one or two c i e rolls that you will not 
accept for Turn 1 o ' i I y . You ir.Ii_L get one of the other four or five* so write 
conditional moves for each of the possible rolls. You may not make your 
original legion-split conditional on the oie roll. 

V . B . N u R s : If a player nmrs on a Masterboard turn, all of his legions will move 
" nri attempt to muster the hie nest possible creature in each. If a legion has 
ore than one lana to move to* it will try to go where it can muster the highest 
oint value (ties broken at random). If a legion has just split* the legion(s) 
to move will be chosen on the same oasis. 

V .C. Kissing numbers: If a p I aye r forgets to list a two-digit number on a battle 
a i I i n a , use "01". 

.P. Tine lirrits: Battle mailings should be made within four days of receipt of 
our opponent's mailing. The g m may aeclare the battle forfeited and full 
oints awarded to your opponent if it becomes apparent you are stalling 
(after giving you a warning). 



SAMPLt BATTlF 

Attacker : P I ue Keen (2 Certaurs, l Lions) — assignee! column C • * ^ 
Defena«r: Green Frog (2 Lions, 1 Minotaur) — assigneu column M . : ' : 
Battleland: f-ountdns ( 2 C 0 C ) ; Attacker enters from Plains (1). 

*F o r this ex am pie UNLY , bcth players' numbers are arawn from the 
R a n g o m Number Generator. 



same 



Defender Move 1 : Minotaur 4 , Lion 5 , Lion 6. 

Attacker hove 1 : Centaur 15, Centaur 2 7 » Lion 2 4, Lion 2 2. 

(Note: the actual battle ma i tings should contain the date and the information 
listed above under 'SAMPLE BATTLE'.) 

Defender Move 2: f.inotaur 4 - 3 I rangestr i kes Lion 24), 

Lion 5-4, Lion 6-5. "Random" U is 45. 

The Minotaur rangestr i Kes' dt a Skill-factor of 3. When the Attacker receives 
this marling, he should multiply 45 tirr.es tne Turn 2 number in column C: 45 x 43 
= 1935, Die rolls are then read beginning with Group 9, Row 3, Column 5: 1 3 
(no hits on the Lion). The Attacher sends back: 



Your attack: 45 x 43 = is 3 5 no hits on Lion 

Attacker Move 2: Centaur 15 - 2, Lion 24 - 17 

Centaur 27 - 6, Lion 22 - 19 
"Fan com" number is 9o . 



(both strike Minotaur), 
(both strike Lion). 



When Green (Defender) receives tnis, he checks Turn 2, Column M ... 9 8 x 11 = 
107b. So the die rolls are 4 4 2 (no hits from Centaur 2), 1 6 1 3 2 (one hit 
from Lion 17), 1 3 4 (two hits frorr, Centaur 6), 6 2 6 1 4 (three hits fro m Lion 

19, kit I inn Lion 5.) 

Counterstrikes are taken in alphanumeric order (Lion 5 before Minotaur 3 here) 
and are read from the same place we left off or, the table: 5 6 6 3 2 for Lion 5, 
2 3 5 3 4 for Minotaur. The Minotaur gets five dice because he has the chance 
to c o un t e r s t r i k e oown a slope. 

So first the Defender lets R I ue know how his attack went, then he lists his 
choice of counterstriKes, then his new moves: 

Your attacks: 9b x 11 = 1078 

Centaur 2 on Minotaur 3 = no hits 
Lion 17 on Minotaur 3 = one hit 
Centaur 6 on Lion 5 = two hits 

Lion 19 on Lion 5 = three more hits, it's aead 

Counterstrikes: Lion (d) 5 kills Centaur, no carryover; 

Minotaur (-1) 3 kills Centaur, carry one hit onto Lion 17. 
Defender Move 3: Minotaur (-1) 3 holds, strikes Centaur; 

Lion 4 holds. "Ranoom" number is 15. 



Okay, here's the Attacker's next mailing; see if follow the pattern yet. You 
night want to play out the rest of the battle, too! 



Your attacks: 15 x 06 = C75 Minotaur (-1) on Lion (-1): 6 4 4 4 2 dead 

Count er str i ke : Lion (d) on Minotaur (-1) 3, 16 13 2 one more hit 

New status: Defender has hinotaur (-2) 3 ana Lion 4 
Attacker has Lion 19 

Attacker Mnve 3: Lion 19 - lb, summon Angel and move to 2. 

Anoel 2 strikes Minotaur; Lion 18 strikes Minotaur if not 
deau yet, otherwise strikes Lion i . "kandom" number is 71. 
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Votes on rule develop r;i e n t : The combat system and Masterboaru play in these 
rules were largely developed L y Eu Henry. Nark Larze I ere anc Pete Gaughan have 
each rnsde successive adjustment to therr, P. ark providing a clear and easy way to 
proceed with the ^ai.-.e postal I y . 



RANDOM NllhPER TAhLF * I 

Grounl Group 2 Group 3 



1— 5 


6 


5 


3 


3 


4 


6 


4 


3 


6 


1 — 1 


1 


2 


2 


2 


1 


b 


3 


6 


2 


1 — 5 


4 


5 


6 


6 


1 


4 


1 


2 


2 


2 — 1 


1 


3 


5 


i 


6 


3 


4 


1 


1 


2— 6 


4 


4 


6 


4 


2 


3 


5 


6 


3 


2 — 4 


5 


1 


3 


3 


2 


6 


6 


6 


2 


3 — 5 


3 


1 


1 


4 


4 


2 


6 


1 


2 


2 — 2 


6 


^ 




4 


2 


1 


1 


2 


2 


3 — 6 


4 


6 


6 


3 


5 


5 


4 


3 


5 


4 — 5 


3 


4 


2 


1 


6 


5 


4 


6 


e 

J 


4 — 3 


2 


3 


2 


5 


4 


o 


6 


1 


1 


4 — 1 


5 


4 


3 


4 


1 


5 


3 


5 


3 


5 — 6 


4 


2 


2 


4 


e 


1 


5 


6 


5 


5 — 6 


6 


1 




5 


5 


2 


4 


2 


4 


5 — 4 


4 


4 


3 


1 


6 


2 


1 


2 


3 


6 — 3 


2 


5 


2 


2 


2 


2 


3 


1 


1 


6 — 6 


"5 


4 


1 


2 


6 


2 


b 


2 


4 


6 — 6 


3 


4 


4 


5 


4 


4 


6 


6 


2 


7 — 4 


5 


4 


2 


1 


4 


2 


6 


6 


6 


7 — 1 


3 


4 


1 


1 


5 


1 


1 


2 


3 


7~ 6 


5 


2 


5 


3 


1 


3 


5 


3 


1 


3 — 2 


6 


3 


5 


5 


5 


3 


4 


1 


5 


8 — 1 


5 


5 


6 


3 


3 


1 


4 


2 


4 


8 — 6 


i 


2 


3 


6 


4 


3 


5 


4 


6 


9 — 5 


2 


4 


4 


5 


4 


3 


5 


1 


1 


9— 1 


3 


3 


1 


1 


4 


6 


2 


3 


2 


9— 6 


4 


6 


4 


3 


6 


5 


3 


1 


2 


"> — 2 


6 


5 


4 


4 


5 


4 


4 


2 


3 


C — 6 


5 


1 


5 


1 


6 


5 


3 


5 


4 


0 — 6 


5 


5 


4 


6 


1 


2 


2 


2 


1 


? r o up 


4 


















Group 


5 


















Group 


6 


















: — i 


5 


3 


4 


6 


6 


4 


6 




2 


1 — 2 


5 


6 


6 


2 


1 


4 


5 


6 


2 


1 — 3 


5 


1 


4 


1 


3 


1 


4 


2 


3 


? — l 


4 


3 


4 


4 




3 


2 


5 


1 


2— 6 


4 


5 


1 


4 


4 


1 


5 


4 


4 


2— 1 


4 


1 


6 


3 


4 


2 


2 


1 


1 


3 — 2 


1 


1 


4 


5 


2 


5 


6 


4 


3 


3 — 5 


3 


1 


1 


6 


4 


6 


1 


1 


6 


3 — 3 


5 


1 


6 


4 


6 


1 


3 


5 


3 


4 — 6 


6 


1 


3 


2 




5 


2 


3 


5 


4— 3 


2 


6 


3 


2 


2 


3 


4 


3 


3 


4 — 2 


3 


3 


2 


4 


4 


4 


1 


1 


3 


'5 — 6 


1 


5 




6 


2 


3 




1 


3 


k. __ i 


6 


5 


4 


6 


2 


6 


4 


6 


6 


5 — 2 


6 


3 


4 


6 


1 


4 


3 


1 


4 


j — 1 


1 


3 


2 


2 


6 


3 


5 


3 


1 


6 — 5 


6 


5 


2 


3 


6 


2 


5 


3 


4 


6 — 6 


4 


2 


4 


1 


5 


2 


1 


2 


3 


" — 2 


5 


6 


6 


2 


1 


4 


5 


6 


2 


7 — 1 


1 


4 


q 


4 


3 


4 


1 


5 


6 


7 — 3 


5 


3 


6 


6 


5 


6 


6 


1 


6 


i — 6 


4 


5 


1 


4 


4 


1 


5 


4 


u 


8 — 6 


2 


2 


5 


3 


2 


2 


2 


2 


4 


8— 3 


6 


4 


3 


5 


1 


6 


3 


5 


2 


5 — 5 


3 


1 


1 


6 


4 


1 


3 


3 


2 


9 — 4 


-3 


1 


1 


3 


2 


6 


6 


2 


3 


9 — 1 


5 


2 


4 


5 


3 


1 


3 


4 


3 


0— 6 




3 


3 


3 


c 

j 


6 


4 


6 


4 


0-- 6 


4 


6 


3 


6 


6 


6 


5 


4 


1 


0 — 1 


2 


4 


3 


3 


3 


6 


2 


1 


5 


j r o u p 


7 


















■ Group 


8 


















Group 


9 


















; — 6 


4 


1 


4 


4 


5 


5 


6 


6 


2 


1 — 1 


5 


5 


5 


5 


4 


4 


6 


2 


5 


1 — 2 


3 


3 


1 


1 


2 


5 


6 


5 


1 


3 


5 


4 


2 


5 


5 


2 


1 


2 


4 


2— 6 


5 


6 


6 


1 


1 


5 


2 


2 


2 


2 — 1 


3 


1 


2 


3 


4 


2 


3 


4 


3 


\— 3 


6 


4 


5 


1 


2 


2 


6 


3 


i 

j- 


3-- 6 


3 


3 


3 


6 


5 


c 
./ 




4 


2 


3 — 6 


1 


1 


4 


1 


3 


2 


4 


3 


2 


* — 6 


4 


6 


r 

~i 


3 


1 


4 


2 


2 


1 


4 1 


6 


1 


1 


4 


6 


2 


s 


c 

J 


E. 

-J 


4 — 2 


2 


1 


1 


4 


1 


1 


3 


2 


2 


5 — 3 


2 


3 


5 


2 


4 


2 


3 


6 


6 


5 — 2 


5 


1 


5 


2 


6 


5 


3 


1 


4 


5 — 5 


5 


2 


3 


2 


3 


6 


6 


3 


6 


2 


2 


5 


4 


1 


5 


1 


5 


2 


6 


6 — 3 


6 


3 


6 


4 


3 


4 


6 


6 


1 


6 — 6 


6 


1 


3 


2 


5 


4 


1 


6 


4 


7 — 4 


5 


2 


3 


5 


2 


3 


4 


6 


3 


7 — 1 


2 


6 




1 


1 


s~ 


c 


4 


2 


7 — 5 


5 


4 


6 


2 


4 


3 


2 


4 


3 


3 — 4 


4 


6 


1 


1 


4 


2 


6 


3 


6 


e — 2 


i 


r. 


6 






h. 


2 


6 




&-- 5 


5 


5 


6 


5 


1 


3 


1 


1 


1 


} — 3 


4 


1 


1 


4 


2 


3 


2 


5 


3 


9— 1 




c 


1 


5 


y 


71 


4 






9 — 5 


2 


2 


2 


3 


3 


3 




6 


3 


1 — 2 


4 


4 


2 


2 


1 


5 


2 


4 


4 


C — 6 


4 


3 






4 


3 


1 




c; 


0 — 6 


1 


4 


5 


2 


3 


3 


3 


4 


3 



^GVE M E*'T CHATj for P3ST^L T 1 T h " Uny lane) 



P 9 - o 



/ \ 

_ A \ 

/ \ / \ 

/ 3 \ _/ b \_ 

/ \ / \ / \ 

.„/ 2 \ / It) \ / 6 \ 

\ / \ - / \ / 

/ 1 \ / 17 \._ _/ 19 \ / 

\ / \ / \ . / \ 

\ _/ 16 \ / 26 \ _/ 7 \ 

/ \ / \ / \ / 

/ 15 \ / 25 \ / 20 \ / 

\ / \ / \ / \ 

\ / 24 \ / 27 \ 7 3 \ 

/ \ / \ / \ / 

/ 14 \ / 23 \ / 21 \ / 

\ / \ / \ ' / \ 

\__ __/ 13 \_ / 22 \ / 9 \ 

\ / \ / \ / 

\ / 12 \ / 10 \ / 

\ / \ / 

\ / 11 \ / 

\ / 
\__ 



/ 



*ULES TNTEPPRhT^TIDNS A N 3 CHANGES, KAnCh 19b7 

Movement (under II. b . ^ anu others): Que to simultaneous movement) legions 
will be allowed to "trade p laces," 

nmrs (under V.R): Nnring legions will all be moved BUT only one legion will 
"uster (hiahest value, ties broken at random). Nmring legions which are 
"bounced b?c^" to their starting locations (nay be passed over by opposing 
1 ea ions; in ail other situations, nmring legions may be engaged. 

T irre limits (under V.o): The cm will check pcstmarKs, not the date in the 
'■a tt I e mailing, 
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TOWARDS A SOUNDER SEISMOLOGY: 



FROM- DR. MARC HURWITZ, SWIEMTIFIC ADVISOR TC WARTHCG 

TO- KEN PEEL, POLLUX OF PCLITESSE AND OUR PUNCTILIOUS POLIARC: 

RS- RECENT DISTURBING EVENTS IN SOUTHERN CALIFORNIA 

Per your directive WARTHOG Labs has launched an invest- 
igation into the causes and consequences of the Los An- 
gelos/Whittier earthquake of 1987. HBorian complicity 
has "been disproved. There is no evidence of a hexoginist 
plot. No nuciear tests were held immediately prior 
to the evento Ordinary seismic activity could not have 
caused the event. 

In short; all ca.uses but one have been eliminated. 
To state it, I must first familiarize you with fundamental 
concepts of quantum theory. Extrapolations of the Heisenherg 
Uncertainty theory, Schrodeinger* s equations, and 
tenative ruminations of an alcoholic nature conceived 
under the i nfluence of Lowenbrau Dark Special lead one 
to the conclusion that elementry particles (quarks) nos- 
ess (or can be treated as posessing and act as though 
posessing, which are the same thing) consciousness* 

By extention, all inaminate matter is aware to some extent. 
This conclusi on has several d isturbi ng implications, but 
for our purposes it is enought to re&lize that the 
continental plates are aware . 

Southern California has the greatest concentration of 
popular music broadcasters, receivers, and recordings 
on Earth. In .addition, these waves of music are concentrated 
near a dangerous series of faults in the Earth's crust. 

Recently a singer named "Suzanne Vega" has acheived great 
popularity 0 Her songs are uniformly depressing, dealing 
in such sobering topics as suicide, urban alienation, 
child abuse, etc. Experirents prove that objects undergo 
microtremors when exposed to but one playing of "Solitude". 
"My Name is Luka" causes bottles to wobble, plastic to 
warp, and wallpaper to peel. The effects of "In The Eye" 
are too horrendous to write of! 

Constant exposure to her music has caused a massive depres- 
sion in the Pacific Plate leading to convulsive shudders 
analogous to the tremors in the human heart when contemplat- 
ing the utter blackness of the sober tradegies related by 
Vega. 

What began in California will soon spread across the 
country. We have been spared to date- TO DATE, mind you- 
because the crust is more stable on the East Coast and 
less subject to emotional mood variations. Our time will 
come, and as the emotional despair created by each new 
disaster resonates throughout the collective psyche of 
our planet, new waves of seismic catastrophe shall arise, 
until ou~ planet is little ^nore than dust. In fact, this 
ohsnomenon ™.«y explain the creation of the asteroid belt 



TOWARDS A SOUNDER SEISMOLOGY: (CON'T) 



as the remnants of a planet betwixt Jupi tar -anr Ma r s , 
whi ch developed intelligent life wh 1 oh developed traum- 
atizing popular culture leading to the di sinter^ati on 
of their world 0 But I digress,, 

Clearly our world faces a grave danger. We know from 
experience that the pathetic jokes that call themselves 

governments" will never mobilize themselves in time 
to recognize the threat, mueh less act against it. 

Our world's fate rests in our hands, Mr. Peel. 

I suggest a 3 part plan of action, utilizing our sounder's 
vast covert, financial, technical, and intellectual in- 
fluences. 

1. Vega must be hunted down and brainwashed. I 
recommend constant stimulation of her pleasure 
center, a modest and. continous IV feed of 
heroin, and forced exposure to reruns of "Gil- 
ligan's Island" until she is a continually 
and deliri ously nanny composer. Then let her 
comDOse "Happy Songs" • 

2 0 Massive injection of vallum into the planetary 
crust via abandoned oil wells. 

3. Surrepticious subliminal broadcasting of Barry 
Manilow music over all commerical airwaves, 
creating a general lighten! ng of the world 
mood • 

The darkest conjecture is that Vega is aware of the 
holocaust she is creating. Consider her lyrics to 
"Wooden Horse": 

I came out of the darkness 

Holding one thing 

I know I have a power 

I am afraid I may be killed 

Those are the results of WARTHOG LAB* s investigation, sir. 

t^qJISA BttlTS sxsd_x 3A.Bt{ SjCsmx^ noA" K^ul 
's pus pspuim-snau-f 3iir\j Aw. 'sauajisjuoo su;q. TTQ-UTi 

OTJTlus^Mg) s so XJ JO oOHiLHVM II eo ssesxd 'suopezfu^o 
Su\j.sSbm. OTjt^us^MSun '.ispio moaj jfisnoiesf jo as^uBp 

lie qSj:x\ ^i^uoji^s i •ss-fnSsip u\ sq q.ou ihm i 9Itq^ 

'Xtijsssons sq.fnb sew 
(sxoa^uco siu) smey yi sq^ pue (s^osCqtis su;^ } s^ux^g 
subsx-cq M3 N 8L n usSM^sq 9me2 qeos oq^ ^S9^ PI^TJ 



NOTfiS FROM THE LABORATORY 



Once again, you imbecilic imagos, I shall lower myself 
and attempt to communicate the grand sweep of the sweep- 
ing vistas of swience to your pitiful, iracund psyches. 
Today's topics shall be three: the super-duper collider, 
super-conductors, and superphosphocreatine • 

Those of you who occasionally acheive a level of consci ous- 
ness higher than a Plasmodium may be aware of plans by 
the US Government to build a "supercollider". Simply 
put (for you simple minds out there) a supercollider 
will by an enormous cyclotron capable of surrounding 
New York City, dwarfing the country's current largest 
collider at FermiLab, which will accellarate particles 
to billions of electron-volts and then collide them, 
in an effort to cause said particles to decompose into 
the most fundamental particles of matter/energy, whatever 
those may be. The particles will be those which have 
not exisfeed.in. -Nature since the Big Hang, approx. 15 
billion years ago. 

Like most petty intellects, the US scientific establish- 
met does not cognate; it merely maturates. What we need, 
and what I propose WARTHOG fund, is a super-duper collider. 
This circular accellarator would be constructed approx- 
imately twice as far out as the orbit of Pluto; the cost 
would be as astron°mical as its scale. Let others loll 
while WARTHOG leaps! More on the super-duper collider 
as plans progress. 

On behalf of our generbt^pa^tron^^Ed^&hrmeier, we at 
WARTHOG LABS have developed a room-temperature super- 
conductor. Now most of you larvae may think of a super- 
conductor as a perfect conductor of electricity; ie. one 
with no resistance. This is a misconception. The super- 
conductor is a synthezold, consturcted with Kryotoian 
(as opposed to Kryptonian) genetic materials, with the 
abilities to run a railroad perfectly. Faster than an 
Amtrak Express, the super-conductor can always board 
any train at any time. Stronger than a locomotive, a 
super-conductor can prevent unfortunate collisions. Able 
to leap small buildings with several bounds, the super- 
conductor can attract the attention of the general public 
to enlighten t hem as to the Second Age of Raill In 
keeping with the sounder's tradition of teknonymy, the 
first super-conductor has been named: fid Clark. 

Finally, you nematocystic ninnies, I, Doctor Marc Hurwitz, 
hearby repeat my invitation to all and sundry to come 
to a seminar at WARTHOG LABS on Oct. 30, 31, and Nov. 1. 
Codenamed "HALLOWEEN GAMES '87 rt , the seminar will con- 
cern recent advances in superphosphocreatines, WARTHOG* s 
entry in the Seoul '88 Olympics, and influencing the 



^Ihe Congressionat tPage 



Within hours of Senator Biden's announcement of his withdrawal from the race for the Democratic presi- 
dential nomination, the following "Who's Who" listing began circulating like a brush fire on the Hill. Hey, 
I'll go for most of it, but the Rockette's? —Ken 

BIDEN, JOSEPH R., JR. — (Democratic senator, Delaware); 489 RusseU Senate Office Building; Wash- 
ington, D.C. 20510. Member, 93rd, 94th, 95th, 96th, 97th, 98th, 99th, 100th Congress. Born Nov. 20, 
1942, Scranton, Pa. Married (Jill); Syracuse U., J.D. 1968; attended on a full academic scholarship; grad- 
uated in top half of class; won the international moot-court competition; triple B.S. degrees in political 
science, history and bionuclear physics from the Massachusetts Institute of Technology; first Biden in a 
thousand generations to obtain a college education; Johns Hopkins University, M.D. 1969; brigadier gen- 
eral (retired), U.S. Army; Bronze Star with a V Device, Purple Heart with Oak Leaf Cluster, Distin- 
guished Service Cross (Korea); Silver Star with V Device, Purple Heart, Bronze Star with Oak Leaf Clus- 
ter (Vietnam); retired member, Joint Chiefs of Staff; former secretary of defense under President John F. 
Kennedy; crew chief, Apollo 13; grand marshal, Rose Bowl Parade (1968-69); silver medalist, 1964 
Olympic Games (summer); Academy Award for performance in congressional hearing with Secretary 
George Shultz, 1968; past president, American Bar Association (1975); attorney general under President 
Lyndon Johnson; Nobel Prize for Physics (1971); member, Rockettes (1968); assistant chief surgeon, 
first heart transplant (1963); Judge, 6th Circuit Court, U.S. Court of Appeals (retired); founder, American 
Cancer Society; former chairman, World Bank; member of 1969, 1970, 1971 National League All-Star 
team; inventor of Polyurethane and the Weedeater; Pulitzer Prize (1973); founder, Veterans of Foreign 
Police Actions; speech writer, Sen. Robert F. Kennedy, 1966-68; speech writer to British Labor Party 
leader Neil Kinnock, 1987; songwriter of "When Will I See You Again?" by the Three Degrees ( 1977). 



In This issue : 

Titan variant by Rennert 
Postal Titan rules from Wrobol 
Whittier earthquake by Vega 
Notes from the laboratory by Hurwitz 
Machiavelli by Haemer 
Dip variant by Brown 
Who's Who by Biden 





8708 First Ave., #T-2 
Silver Spring, MD 20910 



first class moil 



